Fey Nightmares 


WICKED FEY FOR SINGLE ENCOUNTERS 


Each of the fey creatures in this work represents a single encounter that can be easily slotted into 
any adventure that takes place in the Feywild or wilderness or they can be spun together to 
provide a harrowing tale in a dark forest. Each of the monsters are presented with advice on how 
to effectively use them in your game. Also included are a few fey-themed options for rewarding 
player characters. 


6 FEY CREATURES TO BEDEVIL YOUR WILDERNESS 


BY ADAM LOCKE 
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BAUGGLE 


Come one come all to Bauggle's stall to eat the sweetest meat- 
fingers, eyes, elfin ears and little gnomish feet. 
-The Bauggle's Song 


BRUTISH GLUTTONS 


Bauggles are large, ogre-like fey that wander the roads of 
the darker paths of the Bright Lands, their cookpots and 
ovens strapped to their broad, warty backs. The Bauggle 
wears common clothing and the trappings of a master chef, 
for these fat, wide-mouthed creatures are the cooks and 
pastry chefs of the Fomorian courts. 


The Bauggle delights in the cooking and eating of all kinds 
of humanoids, but enjoys the soft meet of small folk most of 
all- halfling blood strudels and gnomish meat pies are their 
favorite delicacies. The creatures are not, however picky, 
and will gladly enjoy a fine pudding of boiled human bone 
marrow or a croissant topped with the eternally beautiful 
eyes of an elf. 


The creature always carries a supply of fresh bread made 
from the ground bones of its victims- “waste not, want not,” 
says the Bauggle. 


UNSEELIE BAKERS 

The Bauggle is assisted in it's grisly cooking by the ginger- 
bread homunculi it bakes. These creatures resemble the 
creature whose bones were used in their manufacture- the 
Bauggle has cookie cutouts for elves, men and dwarves 
handy at any time. 


While they are not powerful combatants on their own, the 
homunculi are just dangerous enough to assist their master 
in finding and killing the humanoids it needs for ingredi- 
ents. 


Gingerbread Homunculus and Bauggle Poison 

The Gingerbread Homunculus uses the same statistics as the nor- 
mal Homunculus, found on page 188 of the Monster Manual. While 
they are not strong combatants, they are baked by the (baker's) 
dozen and accompany the Bauggle on its roving for victims, keep- 
ing it aware and harrying enemies as the Bauggle seeks to squash 
them. 


Sometimes the Bauggle is fortunate enough to come across hu- 
manoids not familiar with it's nature. In such cases, it tempts them 
with sweets laced with a poison it brews from fairy blood. Those 
who eat the sweets must succeed at a DC 15 Constitution saving 
roll or be poisoned for one hour, those who fail by 5 or more are un- 
conscious for the duration of the poison. 
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BAUGGLE 


Large fey, neutral evil 


Armor Class 15 

Hit Points 85 (12d8) 

Speed 20 ft. 

STR DEX CON INT WIS CHA 
216(+3) 8(-1) 14 (+2) 10(+0)  12(+1) 11 (+0) 


Skills: Perception +3 

Senses: Darkvision 60 ft., Passive Perception 13 
Damage Immunities: fire damage 

Languages: Sylvan, Common 

Challenge: 6 (2,300 XP) 


Keen Smell. The Bauggle has advantage on any Perception 
roll that relies on smell. 


Brute. The Bauggle deals 2d8 extra damage when making 
melee attacks (already calculated in Great Club attack). 


Great Club (rolling pin). +6, 4d8+3 bludgeoning damage 
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BAUGGLE 


USING BAUGGLES 


The Bauggle is a classic fairy tale monster, it wants nothing 
more than to gobble up player characters. As such, the 
Bauggle can be used either as a perilous social encounter 
where it attempts to poison the party for later food process- 
ing or it can come out swinging with it's homunculi sup- 
porting it. 


The Bauggle can also be a fine addition to the castle of a Fo- 
morian lord, lording over a kitchen filled with macabre 
horrors. Whenever you use the Bauggle as a social en- 
counter, give it at least some sense of cunning- it is not after 


alla giant or troll but one of the most wicked fey. The Baug- 


gle is entirely hospitable and interested in displaying its 
mastery of cooking to guests. Those who are not wary of 
the delicious cookies and sweets before them are likely to 
meeta grim fate. 


In combat, the rolling pin of the Bauggle is a tremendous 
source of damage. The creature is slow and lumbering, but 
its decent AC and respectable pool of hit points will provide 
a challenging encounter. If the Bauggle seems to be doing 
poorly, feel free to flood the kitchen with Gingerbread Ho- 
munculi to mix up the encounter with some very threaten- 
ing poison sleep and a few extra targets for high-damage 
PCs to think about. 
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BAUGGLE BREAD 


If the Bauggle is defeated, its grim pastries are the players’ 
for the taking. The following sweets duplicate consumable 
items as listed. 


The Bauggle doesn't carry coin or other equipment, but its 
stove is a powerful magical device that is useful in the cre- 
ation of homunculi. It weighs 60 pounds however and is 

not easily mobile for creatures of medium or smaller size. 


1d10 Bauggle Bread Inflicts Bauggle Poison on 
the victim, see sidebar 
above. 

1d8 Gnome Crepes Potion of Animal Friendship 

1d6 Merfolk Pie Potion of Waterbreathing 

1d4 Duergar Cakes Potion of Enlarge 

1 Quickling Croissant Potion of Speed 


Fey Nightmares 3 


BRIDGE TROLL 


It is best to go around this gorge. Two or three days of travel 
through a shadowed fey wilderness is dangerous, but not so 
dangerous as to attempt the bridge. 

-Lady Zarala of The Black Tower 


CURSED GUARDIANS 


In the Old War, when mortal mage lords attempted to en- 
slave the Feywild and exploit its magic, they bound power- 
ful trolls to their service to use as shock troops. In the end, 
the Archfey known as the Elder Queen laid the wizards low 
and set the barrier known as the Veil between her own do- 
main and the Waking World. 


The trolls captured by the fey were cursed and bound to an 
unbreakable duty: to seek out places where the Veil was 
thin and stand watch for eternity as guardians of the ways 
to reach them. Compelled by the ancient dictum of the 
Archfey, the Bridge Trolls lurk under and on bridges near 
fey crossings, filling the area with horror and eating those 
who would trespass on the Bright Lands. 


MASTERS OF THE PASS 


The curse of the Bridge Trolls is a powerful compulsion, but 
also a warping of their nature imposed by the fey. Where 
they guard, they become nightmarish opponents in battle, 
and the areas surrounding their bridge lairs are filled with 
thickets and brambles, becoming all but impassable. 


Regional Effects 

When the Bridge Troll takes up residence, the natural terrain in a 10 
mile radius becomes Difficult Terrain. Brambles, vines and thorned 
shrubs spring up. Only those aided by magical means such as the 
talents of a Druid of the Land Circle or an emissary of the Grand- 
mother Dryads marked as a Marchward can pass through such ter- 
ritory at normal speed. 


Life in the area is warped by the curse, dark fey creatures may be- 
gin to manifest in the wood and the local fauna becomes danger- 
ous. Owlbears, dire wolves and worse roam the domain of a Bridge 
Troll. 


The ravine, river, or other impediment that the bridge that the troll 
has claimed spans becomes completely impassable- wild rapids 
rage, ropes thrown across always seem to fall short and other 
bridges crumble and become treacherous. 


These effects fade within 1 week after the Bridge Troll is slain. 
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BRIDGE TROLL 


Large fey, neutral evil 


Armor Class 15 

Hit Points 84 (7d 8) 

Speed 30 ft. 

STR DEX CON INT WIS CHA 
18(+4) 13 (+1) 20 (+5) 7 (-2) 9 (-1) 7 (-2) 


Skills: Perception +1 

Senses : Darkviion 60 ft., Passive Perception 11 
Languages: Sylvan, Giant 

Challenge: 7 (2,900 XP) 


Keen Smell. The Bridge Troll has advantage on Wisdom 
(Perception) rolls that rely on smell. 


Regeneration. The Bridge Troll regains 10 hit points at the 
start ofits turn. Ifit takes fire or acid damage, this trait 
doesn't function at the start of the bridge troll's next turn. 
The bridge troll dies only if it starts its turn with 0 hit 
points and does not regenerate. 

Bridge Mastery. When on the bridge that it has claimed as 
its lair, the Bridge Troll makes attack and saving rolls with 
advantage. 


Slobber. (Recharge 6) The Bridge Troll casts the Grease spell. 


Multi Attack. The Bridge Troll makes two claw attacks and 
one bite attack. 


Claw. +7, 2d6+4 slashing damage 


Bite. +7, 1d6+4 piercing damage 
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BRIDGE TROLL 


USING BRIDGE TROLLS 


The Bridge Troll presents the players with a choice and 
their preferred style of play- cautious or bold with a prefer- 
ence for combat or exploration- will determine their choic- 
es. This is a monster well suited to create forking stories for 
your players and offer them a dilemma when time is of the 
essence. 


Low-level characters or those who choose caution and delay 
over danger and haste can brave the treacherous wilder- 
ness around the troll's bridge. Ifso, include the normal 
kinds of wilderness terrain challenges- skill checks to avoid 
getting lost, random encounters with less dangerous mon- 
sters and perhaps a climbing or cave challenge to find their 
way through the troll wilderness. 


Higher-level characters or those with a love of combat can 
take the troll on directly, but a bridge troll's Bridge Mastery 
trait gives it a distinct advantage over lesser trolls. Note 
that the monster's combat statistics are identical to other 
trolls, it is only the fey curse upon it that makes it so espe- 
cially deadly. 


In combat the troll uses Slobber to put enemies off balance 
and relies on Bridge Mastery to ensure that it can move 
through the Greased areas that it has denied to its enemies. 
The troll's natural regeneration and formidable attacks 
combined with Bridge Mastery make it very dangerous 
without too much thought being put into tactics, but if you 
want to get genuinely devious, the troll can use its advan- 
tages and high strength score to fling hapless PCs to their 
dooms below. 


If there is a PC with the grace of the Grandmother Dryad 
(see the sidebar for Marchwards in Wayward Fey) you could 
consider using the Bridge Troll as a social encounter- such 
classic shtick as riddles and passwords might allowa 
Marchward and her companions to pass the leaguer of the 
troll. 


THE UNBREAKABLE CURSE 


The powers of the Elder Queen that bind the Bridge Trolls 
cannot be undone by mortal magics. The only way to break 
the spell that the troll lays on its region is to slay the beast. 


The Bridge Troll can provide a good quest in addition to be- 
ing a travel challenge. Fey and mortal traders alike need to 
pass freely to keep the commerce of the world vibrant and 
healthy, and local settlements and merchant guilds will pay 
handsomely to remove the menace. 


The creature does not choose it's lair at random. Where the 
Bridge Troll lairs, the PCs can be sure to find a fey crossing 
near at hand. If they are seeking a way into or out of the 
Feywild, directly through the Bridge Troll may be the only 
option. 
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BRIGHTLINGS 


Many a wizard has found them a handy source of reading 

light in their dim libraries, and many more have died 

writhing in flames after forgetting to put them out. 
-Haldred the Red, Archmage 


CANDLE FOLK 


Standing a few inches tall with bright, white faces and 
waxy skin, the Brightling is a mischievous and malicious 
fairy that floats through the air, it's bald head topped with a 
tiny wick alight with a dancing yellow flame. 


Brightlings are prized by wizards and warlocks as assis- 
tants in their libraries. The wise among these know that 
they are an excellent source of light and powerful weapons 
for fire specialists, but must be insulated from excitement 
and always have their flame put out if they are to be left 
alone. Those who are not wise do not often live to regret it. 


MANIC PYROMANIACS 


A brightling who experiences exciting adventure or who is 
left to its own devices has a tendency to fits of mania and 
carelessness. A brightling delights in seeing things burn, 
and if the master is away the stacks upon stacks of books in 
the library, the grain in the mill or the local farmer's daugh- 
ter are all fair game to indulge the fairy's fascination. 


Giggling with a malevolent glee, a swarm of Brightlings left 
unchecked can burn down a village over night or destroy 
the collected works of the worlds most distinguished li- 
brary, all for the laughs. 


Brightling Familiars 

A Brightling can be a useful and powerful familiar for a wizard or 
warlock focusing in spells that deal fire damage. Their ability to am- 
plify fire damage and control non-magical flames makes them a 
weapon in their own right, on the shoulder of a wizard hurling fire- 
bolts they are as potent as many magical items. 


Brightlings do not however make reliable familiars- sent off on their 
own to perform tasks they always use lighting things on fire as their 
first, second and tenth solutions to problems they encounter, and 
their lack of restraint can leave the careless master in more trouble 
than they started out in. 


The brightling can be controlled during a long rest by putting out the 
little flame on its head. If this is done, the Brightling becomes 
sleepy and soon passes out until lit again. If this is not done, the 
master may wake to find his spellbooks and grimoires alight and 
destroyed. 


The Brightling can serve as a candle in any spell that calls for it as 
a component without being consumed. 


BRIGHTLING 

Tiny fey, chaotic evil 

Armor Class 13 (natural armor) 

Hit Points 2 (1d4) 

Speed 1 ft., fly 30 ft. 

STR DEX CON INT WIS CHA 
2(-5) 17 (+3) 10 (+0) 8 (-1) 9 (-1) 11 (+0) 


Skills: Perception +1, 

Senses: Passive Perception 11 
Damage Immunities: fire, radiant 
Languages: Ignan, Sylvan 
Challenge: 1/4 (50 XP) 


Illumination. The Brightling sheds bright light in a 10 foot 
radius around itself when it's head flame is lit. 


Eager Flames. Within a 30 ft. aura around the Brightling, 
fire damage dealt to creatures causes them to take an addi- 
tional 1d6 fire damage (already calculated in the Slam at- 
tack). The Brightling can control non-magical fires in its 
aura, increasing their heat and light or dimming or extin- 
guishing it at will. Flammable objects but not creatures 
that are struck with fire damage are alight thereafter, burn- 
ing for 1d4 points of fire damage each turn. 


Slam. +5, 1d4+1d6+3 fire damage 


Flare (Recharge 6). As a reaction to being attacked, the 
brightling's head flame erupts in a brilliant flare. Crea- 
tures that can see the Brightling within a 30 foot radius 
must make a DC 12 Constitution saving roll roll. Those that 
fail the saving roll are blinded for one minute. Creatures 
blinded by the Flare can make a DC 12 Constitution saving 
roll at the end of their turns, ending the Blinded condition 
ona successful save. Creatures that are immune to radiant 
damage are immune to this attack. 
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BRIGHTLINGS 


USING BRIGHTLINGS 


Despite its small size and fragile health, the Brightling can 
be adangerous foe encountered alone, a swarm of wild 
brightlings can be a true menace to anything flammable. 


Brightlings in combat seek to set as much flammable mate- 
rial on fire as possible- trees, books, houses and people are 
all valid targets. The burning damage figure- 1d4 per turn- 
is meant asa rule of thumb. Whena Brightling lights the 
inn the PCs are staying in on fire, there is no set time for 
how long until the burning structure collapses- use your 
sense of dramatic timing to make the burning building an 
exciting encounter space. You can also create dilemmas 
with this tactic- there may be two bystanders to rescue but 
only a single round for heroes to act. 


The Brightling is not the most aware and clever of fey, but it 
is wily. When cornered or targeted with many ranged at- 
tacks, do not hesitate to use the Flare ability to allow the lit- 
tle blighter to blind its pursuers and flit off elsewhere to 
wreak more havoc. The Brightling is not specifically inter- 
ested in staying around to kill living victims, it is interested 
in setting things on fire and will settle for low-hanging 
fruit if living victims are guarded or dangerous. 


FIREFIGHTING 


The Brightling or a swarm of the pests can be eliminated 
with good old water, using spells like the rainfall variant of 
Create Water or directing flows with Control Water are ex- 
cellent magical tools to stem the Brightling's tide of fire, but 
less arcane characters are served just as well with a bucket 
and a well. 


One special note: if the PCs have befriended a Streamling 
(see Wayward Fey), they have recruited for themselves the 
natural enemy of the Brightling, and the waters ofa 
streamling river are deadly to the creature, snuffing out its 
little flame and all its magic forevermore. 
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FINFOLK 


The siren's song is deadly, yes, but beware the men milad. 
Your mighty thews and youthful cheek are like to drive them 
mad. 

-Cobani Sea Shanty 


CURSED SEAFOLK 


In the shallows of the wild seas of the Feywild, a tribe of 
proud Tritons got washed up from an enchanted vortex in 
the Plane of Water. 


A beautiful lady came among the mermen and promised 
them might and beauty. Only after accepting did the poor 
creatures learn that a Sea Hag had ensnared them in a hor- 
rible curse. 


Finfolk are mermen covered in warty carbuncles and 
ragged, torn fins that erupt from their skin as unkempt 
beards and unsightly back hair on humans would. The 
ugly creatures use the gifts of the Sea Hag witch to lure 
young beauties to them and carry them off as slaves. 


WATERY SLAVE MASTERS 


Consumed with envy, Finfolk steal away handsome young 
men to use as the basis for the illusions that mask their own 
ugliness and to watch the unfortunates waste away and 
lose their youthful beauty. Young women captured are car- 
ried off as wives and forced to work their fingers to the 
bone scrubbing the cave lairs of their masters until they 
starve. 


Finfolk hate the lovely and beautiful and seek to enslave it 
for themselves and utterly destroy anyone who is a re- 
minder of the fair lovliness they once enjoyed. 


Slave Collars 

Finfolk fashion magical restraints for their victims from twined sea- 
weed and lustrous pearls. While the collar is worn, the victim loses 
the ability to breathe air and gains the ability to breathe water. 


The collar cannot be removed by one who wears it. Only Remove 
Curse, Dispel Magic against a DC 14 or more powerful magic can 
release the victim from the collar. 


Many victims who escape, realizing their predicament, prefer to 
drown on the beaches under their long-lost sunlight rather than go 
back to their masters. 


FINFOLK 

Medium fey, neutral evil 

Armor Class 15 

Hit Points 15 (3d6) 

Speed 30 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 
11(+0) 14 (+2) 12, (+1) 10(+0) 11(+0) 13 (+1) 


Skills: Deception +4, Perception +3 
Senses: Passive Perception 13 
Languages: Common, Sylvan, Aquan 
Challenge: 1/2 (100 XP) 


Amphibious. Finfolk can breathe both air and water. 


Glamour Guise. The Finfolk can cast Disguise Self at will, as- 
suming the appearance of a beautiful young man they have 
captured. 


Innate Spellcasting. The Finfolk's innate spellcasting ability 
is Charisma (spell save DC 13, +3 to hit with spell attacks). It 
can innately cast the following spells, requiring no materi- 
al components: 


1/day each: Fog Cloud, Charm Person, Animal Friendship 
Net. +4 attack roll, victim restrained until a DC 10 strength 
check is made, the net can also be cut for 5 slashing damage 


(AC 10) to release the victim. 


Shortsword. +4 attack roll, 1d6+2 slashing damage 
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FINFOLK 


USING FINFOLK 


Kidnapping. It's a time-honored villainous plot, but per- 
haps your PCs have graduated beyond mayor's daughters 
and goblins. A confrontation with a Finfolk who has stolen 
a handsome boy or girl from the local fishing village 
presents a challenge that requires them to solve underwa- 


ter combat and exploration concerns. You also have the op- 


portunity to introduce body horror to your game, if you 
have a knack for describing loveliness and deformity. 


If you are feeling particularly devious, a player cahracter 
could be captured by the Finfolk and subjected to the 
process of making Stolen Beauty. If so, age the character by 
20 years or the equivalent for their species. Consuming the 
potion that was made from them restores a victim to their 
proper age. 


If you plan to use the Finfolk lair, review page 198 of the 
Player's Handbook regarding underwater combat and page 


116 of the Dungeon Master's Guide regarding underwater ad- 


venture locations to prepare for the session. 


Swim speed, lighting conditions, and lack of Waterbreath- 
ing effects can all present the players with challenges that 
may constitute some bonus XP on their own. 


In combat, the Finfolk's Animal Friendship ability means it 
can bring creatures like sharks, alligators and other kinds 
of aquatic menace to the fray. With these companions, the 
clever use of a net, and the finfolk's speed advantage, you 
can construct an encounter that will tax your players abili- 
ty to use non-hp resources such as breath and speed effi- 
ciently. 


The Finfolk is consumed by hatred for the lovely and will 
fight to the death, but is no fool and will flee in the face of 
overwhelming odds to seek a more advantageous en- 
counter in more favorable circumstances. 


STOLEN BEAUTY 


Male slaves are sometimes subjected by more magically 
adept Finfolk to gruesome experiments involving suction 
machines, ancient curses and forgotten incantations to 
jealousy demons and dark gods of theft. 


Such victims can be found misshapen and tormented, beg- 
ging for death. Muscles are withered away, fair skin is in- 
vaded with tags and warts and flowing curly hair is made 
brittle and gray by these evil machinations. 


The aim of the Finfolk is to distill beauty and youth from 
their victims to try and break the curse of the Sea Hag set 
upon them. The efforts are in vain however- the binding 
spell of the Hag carries might, for she was in fact one of the 
Archfey known as the Sea Queens, and the potions derived 
serve no benefit to their creators. Fomorians sometimes 
pursue the draughts with similar goals and similar frustra- 
tions. 


Players who obtain the Stolen Beauty potion can consume 
them to become fair and youthful. They are benefited as if 
consuming a Potion of Longevity but they become more clas- 
sically attractive than their younger selves ever were- fat 
melts away, muscles become more defined and any disfig- 
urements obtained from the Lingering Injuries chart on 
page 272 of the Dungeon Master's Guide are removed. If the 
imbiber was not disfigured, the improvements to their love- 
liness are enough to increase their Charisma score by 1. 


Player characters with the aptitude for potion making can 
study the scribed sea-shells in the Finfolk lair to learn the 
recipe. The recipe can also be found in The Book of Vile 
Darkness if that tome has manifested in your world. It calls 
for a number of ingredients found in the Feywild oceans 
and an young Adonis as sacrifice. The act of distilling vigor 
and beauty by stealing it from a youth is an inherently evil 
act and good aligned fey will see the ugliness within 
forevermore, shunning or attacking the character that uses 
this recipe or drinks the potion. 


Contrariwise, consider granting bonus XP or inspiration to 
a player who susses out the relationship between the po- 
tion and the shriveled, misshapen slave and uses the 
draught to restore the young man. 
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SPRINGHEEL 


Grand work the last job was. Didn't give the ol' lass time to 
squeal, but cut her nice and pritty I did. You tell ol' Oleg I'm 
a wanderin' t'nite, maybe he can enjoy m'show. 

-The Corthwyn Letter 


LEAPING KILLERS 


Some Springheels work as assassins for more powerful evil 
fey, but most are just in it for the pleasure of killing. Resem- 
bling a halfling or gnome, a Springheel is a malicious spirit 
of murder that steals into the communities of small folk 
and begins a reign of terror. The creature can be recognized 
by its curious aversion to normal food and its slightly more 
feral appearance, but is otherwise the perfect predator of 
halflings and gnomes- a wolf in the fold. 


The Springheel can jump and run with unnatural speed, 
and prefers to kill it's victims with a single, murderous leap 
from above. 


SWAGGERING MURDERERS 


Springheels live to murder, and prefer the small folk above 
other races, but are just as content killing elves or men as 
they are slicing open halfling boys and girls. 


Springheels have a special delight in leaving calling cards 
at the scenes of their murders and communicating with 
and taunting authorities seeking to apprehend them and 
bring an end to their killing sprees. Springheels are not 
good at spelling, but nonetheless have a special love for 
writing bragging, hateful letters to investigators and com- 
munity leaders. 


Passing As the Prey 

Springheels already look very much like a halfling or gnome. The 
creatures very often take up such identities, sometimes living in a 
community for years or decades between periods of activity in order 
to remain unnoticed by authorities. 


The magical anonymity that the creature enjoys allows it to maintain 
this ruse even when magical means of detection are used to at- 
tempt to identify it. Good detective work, vigilance or a carefully 
laid trap are the best ways to uncover the murdering fairy. 


SPRINGHEEL 

Small fey, Chaotic Evil 

Armor Class 14 (natural armor) 

Hit Points 24 (6d6) 

Speed 40 ft. 

STR DEX CON INT WIS CHA 
12 (+1) 14(+2) 10 (+0) 15(+2) 7 (-2) 10 (+0) 


Skills: Deception +3, Disguise Kit +5, Athletics +4 
Senses: Passive Perception 8 

Languages: Common, Gnomish, Sylvan 
Challenge: 2 (450 XP) 


Dagger. +5, 1d4+2 slashing damage 


Anonymous Glamour. Spells and effects that detect align- 
ment, fey creatures, or read thoughts are ineffective against 
the Springheel. The creature always reads as a Halfling or 
Gnome (it's choice) and appears to be a Neutral aligned hu- 
manoid. It gives off no magical aura and attempts to read 
it's thoughts yield only a stream of uninteresting yet out of 
place comments- thoughts about how nice the weather is on 
a stormy day or considerations about farm animals ina 
large city. 


Standing Leap. The Springheel's jump distance is 30 feet 
and it's high-jump is 15 feet, with or without a running 
start. The Springheel cannot be targeted by opportunity at- 
tacks when moving in this way. 


Spring Attack. The Springheel deals 3d6 extra damage when 
it attacks with its dagger on the same turn in which it has 
used it's Standing Leap trait. 
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SPRINGHEEL 


USING SPRINGHEELS 


Otherwise sleepy little gnome and halfling communities 
can be turned into paranoid nightmares by a Springheel on 
the loose. The monster is deliberately modeled on the Eng- 
lish murderer Jack the Ripper and is here to provide you 
with a chilling opportunity to bring a little mystery and 
horror into the happy-go-lucky lives of gnomes and 
halflings. 


Even in a settlement where these people are a minority, the 
Springheel can remain a devious and difficult to pin-down 
killer. The creature is basically immune to common magi- 
cal effects that scan areas, but more powerful spells of high 
level will reveal it. This means that your party will begin to 
have an easy time of Springheels if they make clever use of 
spells like Clairevoyance or Zone of Truth but a Paladin's Di- 
vine Sense and lesser spells like Detect Magic or Detect Evil 
and Good or even Detect Thoughts will be confounded. 


This power is intended to allow you to run a true serial 
killer mystery without having to create excuses for why the 
players cannot simply use divination to reveal the murder- 
er ina few minutes. The Fey provide us with such grand op- 
portunities. 


In combat, the creature uses it's Spring Attack and it's 
Standing Leap to bounce from enemy to enemy to inflict 
some quick damage before fleeing. The Springheel is dead- 
ly, but it's limited hit point pool means that flight is its pri- 
ority when the enemy is truly dangerous. 


Its immunity to opportunity attacks when jumping means 
the murderer can be highly mobile. It's speed and ability to 
leap on top of buildings easily makes the murderer difficult 
to catch with a simple confrontation and it's facility with 
disguise kits makes passing glimpses of little use to investi- 
gators. 


When preparing to use a Springheel, take time to plan your 
mystery- include red herrings, flesh out a list of suspects 
and really give your players reason to use their little gray 
cells. 


Also think about props- the Springheel provides you the op- 
portunity to scrawl haphazardly written letters to your 
players that can increase engagement at your table im- 
mensely. 


THE TELLTALES OF THE KILLER 


Springheels live by consuming livers, hearts and other or- 
gans of the people they murder, but do not need regular sus- 
tenance if they glut themselves before settling into a com- 
munity for the long haul. However, they cannot metabolize 
normal food and are in fact poisoned by it, so the 
Springheel is never seen in attendance at a feast or other 
celebration, at dinner parties or otherwise at events where 
it's aversion would give it away. The creature is cunning 
and always has a ready excuse. 


The Springheel also cannot resist the urge to leave behind a 
calling card- perhaps a playing card or a peeled orange or 
some other token appears at the scene of each murder, or 
perhaps the monster disfigures the victim in the same way 
wth each killing, removing the eyes for example. Hordes of 
such tokens or a grim trophy collection can reveal the iden- 
tity of the killer. 


Finally, the Springheel is a braggart and never fails to get in 
touch by letter writing with those who seek to uncover its 
identity and stop its murder spree. The overconfident 
Springheel is likely to give away some valuable clue in 
these letters. 
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WILD HUNTSMAN 


It won't stop for fairness, it won't lose interest, and it won't 
get tired. It's a servant of The Hunter, and it will never stop 
pursuing you. Stand here and fight if you want to die, but if 
you want to live there's only one choice. Run. 

-Oleg Glibboro, Gnomish Bard 


SERVANTS OF THE WILD HUNT 


The Archfey known as The Hunter roves the forgotten 
wildernesses of the Feywild, attended by his hunting 
hounds and his huntsmen. When he sounds the horn for 
the Wild Hunt, this company sets into the sky and through 
the forests at the thrill of the hunt. 


These perilous rampages are the bane of many living 
things, for once the hunt is sounded no self-respecting ser- 
vant of The Hunter will return to the lodge without a tro- 


phy. 


Wild Huntsmen are skilled and pitiless trackers, stalking 
the woods between the Wild Hunts in order to hone their 
skills by pursuing the most dangerous game, often includ- 
ing sentient humanoids, and adventurers in particular. 


RELENTLESS TRACKERS 


Wild Huntsmen appear as tall, powerfully built satyrs, 
wearing camouflaged chain shirts and with the wide 
antlers of a stag instead of the smaller goat horns of their 
kin. While they possess a facility with magic, Huntsmen 
are feared for their cunning and skill. Use of traps, poison 
and deadly accuracy with the bow are their weapons of 
choice. 


Huntsmen are supreme woodsmen and rarely lose the trail 
of their prey once they have marked a target, but will often 
ignore other creatures near to the target, pursuing their 
quarry with a single-minded patience that reveals an alien 
disregard for life. 


Hunting Hounds 

The Wild Huntsman can use his Conjure Fey spell to call in rein- 
forcements, but prefers to use it to conjure a hunting dog that as- 
sists it in the chase. 


Page 340 of the Monster Manual includes statistics for the Winter 
Wolf, a common form of the Huntsman's hound, but other creatures 
appropriate to the environment can be called such as a shark or 
leopard. For particularly fast prey, the Huntsman summons an elk 
or horse to serve as a mount. 


WILD HUNTSMAN 


Medium fey, Lawful Evil 

Armor Class 16 (chain shirt) 

Hit Points 130 (22d8) 

Speed 40 ft. 

STR DEX CON INT WIS CHA 
15(+2) 17(+3) 13 (+1) 12(+1) 14 (+2) 13 (+1) 


Skills Stealth +7, Perception +6, Nature +5, Survival +6 
Senses: Darkvision 60 ft. Passive Perception 15 
Languages: Sylvan 

Challenge: 10 (5,900 XP) 


Relentless Pursuit. When the Wild Huntsman casts 
Hunter's Mark, he does not need to concentrate to main- 
tain the spell for a duration of 8 hours. The spell main- 
tained in this way cannot change targets when the victim 
is reduced to 0 hit points as is normal. 


Magic Resistance. The Wild Huntsman has advantage on 
saving rolls against magic. 


Innate Spellcasting. The Wild Huntsman'’s innate spellcast- 
ing ability is Charisma (spell save DC 14, +6 to hit with spell 
attacks). It can innately cast the following spells, requiring 
no material components: 


1/day each: Hunter's Mark (duration 8 hours), Entangle, 
Longstrider, Cure Wounds (5d8+2), Fog Cloud, Misty Step, 
Speak With Plants, Locate Creature, Conjure Fey 


Multiattack. The Wild Hunter makes 2 attacks with its 
longsword or three attacks with its longbow. 


Longbow. +7 attack roll, 1d8+3 piercing damage 
Longsword. +6 attack roll, 1d8+2 or 1d10+2 slashing damage 


Hunting Trap. Dexterity saving roll DC 13, 144 piercing dam- 
age, slowed until freed, DC 13 strength roll. 


Serpent Venom. 1 dose. DC 11 Constitution saving roll, 3d6 
poison damage on a failed save, /2 damage on a successful 
save. 
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WILD HUNTSMAN 


USING WILD HUNTSMEN 


The Wild Huntsman is comparable to a ranger of deadly 
skill, but it's focused nature and tough physical statistics 
means that it is a relentless foe and its ability to maintain 
Hunter's Mark allows the creature to carry on the hunt 
from one encounter to another. 


The Huntsman can be an adventure in it's own, racing 
through the woods and defeating lesser monsters and over- 
coming challenges in order to avoid the deadly arrows of 
the monster. It can also be used as a wonderful complica- 
tion for another wilderness adventure, showing up repeat- 
edly at exactly the worst times for the PCs as is dramatically 
appropriate in your eyes. Used with restraint, the Hunts- 
man can become a force of nature for your lower level char- 
acters, forcing them to flee or change strategy unexpected- 


ly. 


The Wild Hunter is patient and concerned with a skillful 
kill, as such let it use its full cunning. If one attack fails to 
kill the target, it can summon a steed with Conjure Fey, heal 
up with Cure Wounds and ride ahead to lay Hunting Traps 
and other obstacles in order to tip the scales of the next en- 
gagement. If it can manage to get Advantage to an attack 
roll from the element of surprise, the first arrow will be 
tipped with Serpent Venom. 


It prefers to use it's superior speed and its multiattack ac- 
tion to harry the target with arrow after arrow while enjoy- 
ing the damage bonus of Hunter's Mark. The Huntsman is 
single-minded in target selection, but not blind to obvious- 
ly larger threats. If outmatched, the Huntman relies on En- 
tangle and Misty Step to gain an opening to escape and plan 
its next ambush. The Huntsman is also intelligent enough 
and experienced enough to observe the prey as it deals with 
other challenges, carefully studying how the quarry be- 
haves before attacking. 


Not having to concern itself with maintaining Hunter's 
Mark, the Wild Huntsman can indulge in other concentra- 
tion spells like Longstrider and Fog Cloud to give it a tactical 
edge. Speak with Plants and Locate Creature allow the 
Huntsman to track it's quarry even ifafter one harrowing 
night they manage to evade his potent Hunter's Mark and 
its formidable bonus to rolls to track the target. 


THE WILD HUNT 


If one Huntsman is a nightmare, the Wild Hunt isa terror 
from which only death provides waking. Coordinating 
with their hunting hounds and under the direction of The 
Hunter, the Huntsmen take to the forest by the dozen to 
pursue powerful prey and claim the honor of the kill. 


The Hunter himself is an Archfey, and as such is beyond the 
powers of most mortals to overcome. If he leads the hunt, 
then nothing less than the intervention of another Archfey 
will turn aside the arrows of his servants. When the 
Hunter calls the Wild Hunt, Huntsmen make all of their at- 
tack rolls with Advantage. 


Rangers, Barbarians, Fighters and other skilled archers can 
be called to join the Hunt. Those that do can gain the fel- 
lowship and regard of the Hunter and his Huntsmen, but as 
the prey includes such noble things as unicorns and gold 
dragons, such mortals are lost to the madness of the Wild 
Hunt. If you have a player character who has clearly 
turned to evil for love of bloodshed, the Wild Hunt provides 
an opportunity to retire the villain for later integration 
into your game as an evil NPC. 
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